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The Only Constant is Change 

September has been an interesting month, with 
everything changing around me. The month started 
off with my personal home computer finally dying 
after 5 years of faithful service, and then having my 
PlayStation finally spin it’s last CD before being 
retired to the shelving unit graveyard. Also note that 
my lovely memory card corrupted my 5 hours worth 
of Valkyrie Profile save data, and you have a digi- 
tally messed up weekend. With nothing to do at 
night, I began to watch TV, or at least the 2 chan- 
nels I actually get reception on. One of those had 
the football game on. 

Now here I am on Monday morning, the day after 
the Baltimore Ravens played a hell of a good game 
of football by coming back from a 17-point deficit in 
the first half to beat the Jaguars by 3 points. It was 
amazing. I screamed, I hollered, I cheered, even 
clapped right there in my living room watching the 
game. The funny thing is, I hate sports. At least, I 
did till I moved down here. With no computer 
access, I’ve discovered new outlets for my free time. 
Tonight I'll be watching Monday Night Football with 
a bag of salsa chips, a tub of salsa, and a big of 2 
liter of root beer. I'm not even sure who's playing 
tonight, but I know it'll be fun. Heck, I even started 
walking for a half hour a day to try and stay in some 
sort of shape. It's a weird feeling, this change of 
pace in my life. But change is always happening, so 
I'll just have to roll with it 

Speaking of change (was that a great lead-in or 
what?), GameShark Magazine has a new section to 
it; Signature Codes! These are codes that stood out 
from the normal Christmas list of codes that the 
hacking staff works hard at doing, and deserve a lit- 
tle bit more attention. This issue we've also pulled 
out the code log and dug in deep to bring you twice 
the amount of shattering new GameShark codes. 
You guys demanded it and you guys got it With the 
huge code log and new section, we're now up to 20 
pages. That's pretty big for a full color newsletter 
with no advertising. I want to make sure that we're 
maximizing the space we have with the stuff you 
want If you have any questions, suggestions, 
gripes, or recipes, contact me as usual. 

That aside, the only other real change will be the 
PlayStation 2. By the time you read this, you'll be 
days, if not hours away from Sony's hype machine 
going onto public display and available for purchase. 
The last few months of 32-Bit gaming will fade into 
the history books. The question that remains is if the 
PS2 will indeed follow up on the promises it makes. 
From the import side, things don't look so rosy. 
We've got a few of the machines here at the office, 
and our Dreamcasts are getting more of a workout 
than the Sony machines. This is due to software. 
While the PS2's import selection hasn't wowed us 
over, the Dreamcast has been tossing winners left 
and right. Sambo de Amigo's a riot, NFL 2K1 is a 
football players dream come true, and the just 
released SNK Vs Capcom import has 2D fight fans 
drooling all over the place. The system has really 
proven itself lately, and it’s sad that Sega isn't doing 
more to promote the system's growing library of 
killer games. With its $150 price tag and new $20 
game price level, the Dreamcast will be more than a 
formidable foe against this supposed juggernaut in 
Sony's wings. If anything, the PS2 is currently noth- 
ing more than an over-hyped DVD player. Like 
everything else in my life, hopefully that will change. 
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Dear Dullman, 

I am currently using a Gameshark Pro Version 3.3 with 
Turok: Rage Wars. Does this game need one of those 
codes that has to stay on constantly, because I have 
found no such code on your website. I did find one on a 
website that ain't ok with you guys, but then the game 
started to reset automatically (yes it did!) and after 
about 30 times it erased the information from my save 

My questions are: 

1 . Does Turok: Rage Wars require a keycode that I am 
not aware of? 

2. Does the game require a Expansion pack? 

3. Are there any new version codes that I should be 
aware of, that you guys did not list. 

Thanks for reading and listening, 

Tenchi Alexander K. 

1 . No it does not require a KEYCODE. 

2. It does not REQUIRE an expansion pak, but it looks 
a lot better when you have one. 

3. When it comes to our website, what you see is what 
you get. If there is a special procedure or method 
to get the codes to work, it will be specified on the site. 

-Dullmann 

Dutlmann, 

I have just purchased a Gameshark pro 3.3, and also 
bought the game Perfect Dark. I first put Perfect Dark 
on the GameShark Pro and it did not work so I came to 
the Gameshark website and it said to use the Zelda key- 
code. So I used the Zelda keycode and used other game 
codes off your web site for the game. When I put them 
on and tried to play the game, the Gameshark went off, 
as well as the TV. I checked youi website, and don't 
quite understand the solution to fix it. 

Sincerely, 


1. First off you'll need either a 3.3 or a 2.5 for 
the GS Codes to work. So you're fine on that. 

2. You need to make sure the Code Generator is 
set to OFF before playing the game. 

3. You do need to use the Zelda Key code, so 
you're okay on that. 

4. There are two sets of codes for the game. 

Those for Low-Res mode (no expansion pak 
used) and Hi-Res Mode (expansion pak is 
used). You can not cross these codes, so 
make sure you use only the proper codes 
depending on if you are using the Gameshark 
or not. This should take care of any all 
problems. 

-Dullmann 
Dear Dullmann, 

I would like to know if GameShark.com recommends any 
other sources for legitimate Gameshark codes. I have 
seen some interesting codes at other locations but since 
they didn't appear on your website I was leary of using 
or trying them. I have Star Trek: Invasion for PSX and 
was hoping to find a legitimate code to give infinite 
shields, hull or stop the timer. But so far I have only 
found them off of your site, but don't want to damage 
my equipment. 

Any suggestions? 

Ranger05 

Most other sources are fine... it's just you are not 
''guaranteed". What you can do is test one code at a 
time. If something abnormal occurs remove it and 
move to the next one. Not all sources publish bad 
codes, it's just that you're on your own to test them. 

-Dullmann 
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Skateboard and snowboard fans 
plenty of cool games to play on 
soles, but the freestyle BMX fan; 


• i t" nu.ti-player node: 

as well. What co 

modes? Weil, one of 

'Illy "kill.- mil: -'--.layer Hitt 

games is called Wipeout. 
l-i wipeout, end player 
ge” -nance; 
the higsesr. 
most 

ly harm in a single crash" 
is the winner. The only 

thing this game is missing is a park editor, so well have to 
keep our fingers crossed for a sequel to be released on 
one of the next generation consoles! 

The only problem I've found with Dave Mirra Freestyle 
BMX is the clipping. There's nothing like riding down a 
ramp, having your front wheel fall through the ground 
and end up in the nothingness of videogame space. Since 
this doesn't happen too often, it's real easy to overlook 
and keep on playing; after all, you've got to complete all 
of the "Hardcore Challenges" and take home the gold to 




I had the demo of this game for weeks, and I couldn't 
stop playing, so I was a bit concerned when I received the 
full version of Dave Mirra Freestyle BMX; I was afraid my 
wife and son would never see me again. Well, I've had 
Mirra BMX for about a week now, and I was right, I can't 
seem to take this game out of my PlayStation for more 
than 45 minutes at a time. (Just long enough to let the 
swelling in my thumbs go down and visit with my wife and 
son.) So what's so special about this hot little Acclaim 
title? PLENTY! 

I have to admit I was a bit worried about how this 
PlayStation title was going to look, since I've been playing 
the next generation systems so much lately. Much to my 
surprise, I found the graphics to be much better than 
average for the PSX. I was also a bit worried about the 
sound quality of this title, especially since 90S of the time 
I find myself turning the background music off the minute 
I find the options menu. Unlike every other PSX game I've 
played, turning the music off was the last thing I wanted 
to do. I actually had the sound effects turned down a bit 


Q: How do I unlock the cheats in the options 
menu? 

A: You'll have to play through the game with 
each of the riders. If you complete the hardcore 
challenges of each stage, and place 1st in all of 
the Pro Tour/Acclaim Max Games, you'll unlock 
all kinds of goodies. 

Q: Is there any easy way to grind long dis- 
tances? 

A: Speed and balance are the best ways to hold 
a grind. If you find yourself losing your balance, 
try hopping into the air and reentering the 
grind to get the longest distance possible. 


| 


Q: How many bikes are there to choose from, 
and what brands? 

A: There are 4 standard bikes and 1 secret bike 
for each character. There are 5 Harro, 5 S&M 
Holmes, 5 Nirve, 5 Kagy, 5 Specialized, 5 DK, 5 
Garcia, 5 Slim Jim, and 5 Amish bikes. (Now 
that's a lot of bikes!) 

Q: How do I unlock these bikes? 

A: Complete each stage's Pro Challenge to 
unlock new bikes, and unlock bonus bikes by 
taking the gold medals in the Acclaim Max 
Games. 


e gold medals. I can't say enough about ti 
soundtrack to Dave Mirra Freestyle BMX, especially when 
there are some excellent tracks from some top artists. 
(Rancid, Cypress Hill, and Sublime, just to name a few.) 

The controls are right on; you can do anything from a 
basic Bunny Hop to a Double Tail Whip Nothing! ! Pulling 
off, and landing off some of the more insane combos can 
be a bit frustrating at times, but they don't take long to 
master. There are over 1,300 tricks to master, so you've 
got to start practicing if you want to take the gold in all 
of the Pro Tour and Acclaim Max Games! 

So there are plenty of tricks, and there's a great sound- 
track; big deal! Well kiddies, that's not all, there are 
plenty of little extras packed onto this little black disc to 
keep any BMX fan in front of their PlayStation for weeks! 
There are hidden characters, extra bikes, different out- 
fits, cheats and tracks to unlock, not to mention some 
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Blaster Master: 
Enemy Below 

By Wooly Doug 


spider-Man 


Platform: 


Platform: Game Boy 

Genre: Action 

Developer: Vicarious Visions 
Publisher: Activision 


Spider-Man is an excellent little GameBoy game, 
something on the level of Tomb Raider for GameBoy. 
It's a solid, well-designed game with good gameplay 
and an interesting story. 

With excellent stills and graphics that are quite 
high-end for the GameBoy, and sound that I actually 
want to leave on, Spider-Man is well-designed and 
smooth. The feel of the game is appropriate to the 
side-scrolling style. Spider-Man does something 
basic, but it does it in an outstanding manner, rather 
than attempting something more complicated and 
failing miserably. 

Gameplay is time-honored force enemy bashing. 
Ybu can immobilize enemies with your web-slinging 
ability or you can punch or kick them. The control is 
quite simple and easy to learn, and though the 
gameplay is not staggeringly original, it is challeng- 
ing and fast-paced enough to keep even the more 
jaded gamer interested well beyond the first level. 

If you have a GameBoy, this one is definitely 
worth picking up. 


i Game Boy's 


Publisher: 


specialty, it's the 2-D side sc 
Enemy Below Is a nice addi 1 
library. The graphics may be 


OVERALL RATING: 
Graphics: 

Control: 

Fresh Factor: 
Gamelife: 


OVERALL RATING: 
Graphics: 

Control: 

Fresh Factor: 
Gamelife: 


old school Bionic Commando type, or even new 
school Metal Slug type games, there's a real good 
chance that you'll be into Blaster Master. 

Blaster Master opens with a disjointed slide- 
show attempt of establishing a backstory. Don't 
bother trying to figure it out. I did and it made my 
head hurt. Luckily a story is not required to enjoy 
this game. The basic plot of the game has the play- 
er driving a tank through underground catacombs, 
and occasionally jumping out for some on foot 
adventures. Along the way, you must kill all sorts of 
baddies, pick up power-ups, and defeat some nasty 
bosses. I know that sounds generic, but it's fun. 

Sometimes bells and whistles aren't necessary. 

The graphics are sharp, but pretty uninspired. 

Case in point are the variety of enemies you 
encounter. It's easy to make out the various giant 
killer orbs, and giant mechanfcal floating heads, but 
they're totally unimaginative. Detail-less spheres 
just aren't intimidating. 

It's all about the gameplay baby! That's where 
Blaster Master really shines. When it comes down tc 
it, games are fun because of they test your reflexes, and maybe n 
a little. That's what classic gaming is all about at least, and that's 
Blaster Master is. You have to time jumps, avoid slow moving bull 
and beat bosses by hitting them in their secret weak spot. It's all ' 

power-up to your tank, such as higher jumping ability, which allov 
different areas. It makes the areas really open up, and the game . 
seem a little less linear than it actually is. 

If you're looking for some classic action, the kind where you ca 
down at any time, and conversely pick it up at anytime, Blaster N 
choice. It'll bring back the good ol’ days in the arcade, only sitting 


Bust-R-Groove a 

By savior 

Oh how IVe enjoyed these past seven days. 8ust-A- 
Groove 2 and Samba De Amigo in the same week! 

IVe been in Heaven. 

This game falls into the Rhythm Simulation genre. 
If you're not familiar, here's a brief description. In a 
rhythm simulation game you're presented with a song. 
You're expected to find the "beat'' within the song. 
Then, you're given on screen visual and/or audio com- 
mands. These commands are usually in the form of 
button presses (i.e. circle, square, left, right). It's 
your job to enter these commands "on the beat." It 
gets more complicated as the beats get faster and 
the button presses get more detailed and varied. 

Here's how it works in Bust-A-Groove 2. The level 
begins with your on-screen counterpart (the dancer 
youVe chosen) standing next to the dancer you're fac- 
ing off against (either the computer or another 


Platform: 

Developer: 

Publisher: 


OVERALL RATING: 
Graphics: 

Control: 

Fresh Factor: 
Gamelife: 


perfect Dare 

ByLik 

This is quite possibly the best Game Boy game that 
you will ever play. It has everything that you could 
ever want in a portable game.Most Game Boy 
games are so boring that I have a hard time getting 
through the first five minutes of game play, but not 


Platform: 

Developer: 

Publisher: 
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During the match, press the GameShark button and 
choose Memory Editor. (The GS button is located or 
the side of the GameShark.) 


Press the start button to i 
return to the game. Has j 
cessfully been changed? f 




Here's how the addresses you wrote down wo 

800BB7F0: 53 74 6F 6E 65 20 43 6F 
Line 800BB7F0: contains the values for addn 
800BB7FO through 800BB7F7 

le 8-bit value of address 800BB7F0 
le 8-bit value of address 800BB7F1 
re 8-bit value of address 800BB7F2 
le 8-bit value of address 800BB7F3 
s the 8-bit value of address 800BB7F4 
8-bit value of address 800BB7F5 
s the 8-bit value of address 800BB7F6 
8-bit value of address 800BB7F7 

800BB7F8: 6C 64 20 20 20 20 20 20 
Line 800BB7F8: contains the values for addn 
800BB7F8 through 800BB7FF 
6C is the 8-bit value of address 800BB7F8 
64 is the 8-bit value of address 800BB7F9 
20 is the 8-bit value of address 800BB7FA 
20 is the 8-bit value of address 800BB7FB 
20 is the 8-bit value of address 800BB7FC 
20 is the 8-bit value of address 800BB7FD 
20 is the 8-bit value of address 800BB7FE 
20 is the 8-bit value of address 800BB7FF 


(20 - Space) 
(20 = Space) 
(20 = Space) 


300BB7F2 0047 

Since I've reached the end of "FNG", 

value for spaces to the remainder of ot 

300BB7F3 0020 

300BB7F4 0020 

300BB7F5 0020 

300BB7F6 0020 

300BB7F7 0020 

300BB7F8 0020 

800BB7F8: 20 20 20 20 20 20 20 20 w 

300BB7F8 0020 
300BB7F9 0020 
300BB7FA 0020 
300BB7FB 0020 
300BB7FC 0020 
300BB7FD 0020 
300BB7FE 0020 
300BB7FF 0020 


just get worse. 

If you wanted to write 800BB7F0: 46 4E 47 20 20 20 

20 20 as a 16 bit code, it would look like this: 

800BB7F0 4E46 

800BB7F2 2047 

800BB7F4 2020 

800BB7F6 2020 


ress 800BB7F0 is a 16-bit address. 800BB7 
oth 8-Bit addresses 300BB7F0 and 800BB7 
nd the G in TNG") 

|e 300EB3C8 and 300EB3C9 into a single 1 

>e the 8-bit prefix 3 to a 16-bit prefix 8. 
se the order of the values. 

ss 300BB7F0 as our example. II 






address has a value 
end of the code. 300BB7F0 0046. 
800BB7FO covers 300BB7F0 and 300BB7F1 
self this: "Where the value of 46 placed whe 
address was 300BB70F0? The answer is at tl 
the value line. (0046) 

300BB7F0 

8OOBB7F0 

Do you see the similarities? Everything is ide 
except for the first digit of the address; the 


you out there that understood what I wrote and 
ciate the effort. Just as I said at the beginning c 
hacking tip, if you understand the basics of the 
GameShark code types, you'll do just fine. 
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"NOTE** 

N64 and PSX GameShark Pro owners 
will be able to rewrite and upload an 
entire code list, while the CDX Shark 
Link users will only be able to add 
games to a code list. 


The use of a semicolon simply tells th 
to ignore what immediately follows. I 
as a way to separate my games to keep it cleaner 
looking. You could actually put anything after the 
semicolon and the GameShark will simply act as if 
nothing is there. 

Example: 


Step 5 

utilities ar 
the GameShark is at 
“Upload Codes" button to flash the nt 
the GameShark. 


The GameShark code list is merely a text file con- 
taining codes for various titles that has been com- 
piled and inserted onto the GameShark. Today I'd 
like to show you how to create and upload a custom 
code list using the PSX and N64 hacking utilities. 


You have now successfully uploaded a custom code 
list to your GameShark. If the utilities encountered 
errors while compiling, read through the following to 
resolve the problem. (The utilities will tell you what 
line caused it to fail.) 


Important things to remember: 

1 . All code names and descriptions require beginning 


Step 1 


"Chrono Cross" 


The use of the .off tag immediately following a code 
description tells the GameShark to set the default of 
that code to off. 

Example 


CDX Shark Link users can find the most recent ve 
sion of their utilities at: 

http://www.gameshark.com/static/about_sharklink.ht 


Step 2 

Open up Notepad, WordPad, or Microso 
begin typing up your code list. 

(I suggest using Notepad since there's n 
wrap feature.) 

Here's an example of a working code lis 
GameShark will accept. 


3. There can be NO spaces after codes; th 
may see this as an error and tell you what 
need to be repaired. 

ie pressed twice after th 


' Street Fighter Alpha 3” 


4. Return should bf 
title, and after tt 
Code Lists should NOT look I 


"Chrono Cross 1 ' 
"Max Gold"' 
80071 9A8 EOFF 
80071 9AA 05F5 


“Street Fighter EX2 PI 


“NOTE** 

There MUST be a space between the 
end quote in the code name and the 
.off tag!! 


5. Codes should be 




"Everything Unlocked"' 
801f4f0e ffff 
801f4f10 ffff 


Well, I know this was a bit confusing, but I have 
faith in you all! I know how hard it is to understand 
everything the utilities have to offer, but keep at it, 
you'll become a GameShark Pro in NO time!! 
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BIG AIR TRICKS: 

PLENTY of room between your rider and the ground! 

Turndown: Left ♦ Square 
Can-Can: Right * Square 

Backflip: Down + Square 

Superman: Up-Right * Square 

Candy Bar: Down-Left +Square 

Tailwhip: Down-Right • Square 

Toboggan: Up+Left + Square 

Double Backflip: Down, Down - Square 

Front Flip: Up, Up + Square 

Turndown Backflip: Left, Down + Square 

Can-Can Backflip: Right, Down + Square 

Tabletop Backflip: Up, Down ♦ Square 

Toboggan Backflip: Up-Left, Down + Square 

Superflip: Up-Right, Down * Square 

Candy Bar Backflip: Down-Left, Down * Square 

Decade: Right, Left * Square 

Un-turndown: Left, Left + Square 
Double Tailwhip: Down-Right, Down-Right + Square 
Can-Can Lookdown: Left, Right + Square 
Candy Bar Lookdown: Left, Down-Left + Square 
Superman Indian: Up-Right, Up-Right + Square 

GRINDS 

like a ramp lip or box, when your rider approaches at any 
angle OTHER than 90 degrees. 

Double Peg Grind: Triangle 
Smith Grind: Left + Triangle 
Feeble Grind: Right ' Triangle 
Toothpick Grind: Up * Triangle 
Icepick Grind: Down + Triangle 
Lip Slide: Up-Left * Triangle 
Luc-E-Grind: Up-Right - Triangle 
Crooked Grind: Down-Left + Triangle 
Sprocket Grind: Down-Right * Triangle 

Stalls are performed the same way grinds, with one excep- 
tion', you must be heading straight toward the object at a 
90 degree angle, (They con also be performed on the way 

Double Peg Stall: Triangle 
Toothpick Stall: Up + Triangle 

Nosepick: Up-Left + Triangle 
Tail Tap: Down-Left ‘ Triangle 

WALL STALLS 

wall or sold object. These tricks can help you land some 

Fast Plant: Left * X 
Wall Tap: Left * X 


Manuols are performed after a jump ond ore executed when 
ing up or down on the D-pad. 


Wheelie: Down, Down (hold) 

Nose Wheelie: Up, Up (hold) 

IN AIR 1 MODIFIER TRICKS 

Modifiers ore performed in the air, and can be used to link 
other In Air tricks or Big Air tricks 

Barspin: Down + Circle 
One Footer: Left + Circle 
One Hander Right *• Circle 
X-Up: Up < Circle 
X-Down: Up, Up * Circle 

Suicide No Hander: Down-Right, Down-Right * Circle 

Seat Grab: Up-Right + Circle 

No Footer: Down-Left + Circle 

No Hander: Down-Right * Circle 

Nothing: Down-Left, Down-Right + Circle 

One Hand One Footer: Right, Left + Circle 

One Hand X-Up: Right, Up - Circle 

Rocket Air: Left-Up + Circle 


One Handed Seat Grab: Right Up-Right + Circle 
No Footed Seat Grab: Down-Left, Up-Right * Circle 
One Footed Seat Grab: Left, Up-Right * Circle 
Double Seat Grab: Up-Right, Up-Right + Circle 
Switch Hander: Right, Right • Circle 
No Footed X-Up: Down-Left, Up * Circle 
One Footed X-Up: Left, Up + Circle 
No Footed One Hander: Down-Left, Right - Circle 
No Handed One Footer: Left, Down-Right * Circle 
No Handed Barspin: Down, Down-Right * Circle 
Barspin to Barspin Back: Down, Down * Circle 

One Footed Barspin: Left, Down - Circle 
Rocket X-Up: Up-Left, Up * Circle 
Crotch Rocket: Up-Left, Up-Right * Circle 
Rocket One Hander: Up-Left, Right + Circle 
Rocket No Hander: Up-Left, Down-Right + Circle 
Rocket Barspin: Up-Left, Down - Circle 
Rocket One Footer: Up-Left, Left + Circle 
Indian: Down-Left, Down-Left + Circle 
Switch Footer: Left, Left • Circle 
X-Up Seat Grab: Up. Up-Right • Circle 
Barspin Seat Grab: Down, Up-Right + Circle 
Busdriver: Down, Right + Circle 

Modifier tricks are the most important trick to learn in 
Dave Mirra BMX, they help you combine several tricks as 
well as create your own tricks at the drop of a hat! The 
keys to a higher score and unbelievable new tricks are 
improvisation, and creativity. Here's an example of how 
modifiers work, and how you can create your own tricks. 

Perform a Tailwhip by pressing Down-Right * Square, and 
immediately press Down + Circle to perform a Barspin. Both 
tricks will be linked and you will perform a Barspin Tailwhip. 

Example Z 

Perform a Backflip by pressing Down + Square. Immediately 
after you begin the Backflip, perform a Barspin by pressing 




Tim Mirra Double Peg Grab 
Kenan Harkin Decade backflip double 
Shaun Butler one footed tabletop (chenga) 
Leigh Ramsdcll double front Rip 

Slim Jim One hand one foot can can 


no handed tart whip whip 


double peg grab backflip 




If you're fast enough, you can even pull off a Suicide No 
Hander Tailwhip Backflip!! 

Now that you've read this I’m sure you realize how long it 
will take to master of the standard tricks in Dave Mirra 
Freestyle BMX, but did you know that there are 2 special 
tricks for each character that can be unlocked as well? 
Yup, this title has LOADS of goodies to unlock, and I think 
it's about time to share them all with you! 


Dave Mirra Secret Tricks 

You must complete all the Greenville Hardcore objectives to 
unlock, or all the Woodward Hardcore objectives. Each 
track opens a single trick. 

Dave Mirra 

Indian Superman Double Seat Grab: Right, Up-Right, Right 
Triple Backflip: Down, Down, Down * Square 
Ryan Nyquist 

No Footed Can-Can Seat Grab: Right, Right, Up-Right r 
No Handed Flip Driver: Down, Down, Down-Right + Square 
Troy McMurray 

Can-Can Barspin Seat Grab: Right, Right, Down + Square 
One Footer No Hander Candybar Backflip: Down, Down- 
Right, Right + Square 

Mike Laird 

Double Tailwhip No Footer: Down-Right, Down-Right, Down- 
No Handed Tailwhip Whip: Down, Down-Right, Down-Right + 

Chad Kagy 

Superman Double Seat Grab: Up-Right, Down, Down + 
Superman Busdriver: Up-Right, Left, Left * Square 
Tim Mirra 

Double Peg Grab: Up, Down, Up + Square 
Double Peg Grab Backflip: Down, Up, Down + Square 


Decade Backflip: Right, Left, Down * Square 

Double Seat Grab Decade: Right, Left, Up-Right + Square 

Shaun Butler 

One Footed Tabletop: Up, Left, Left + Square 
Superflip Seat Grab: Down, Up-Right, Up-Right * Square 

Leigh Ramsdell 

Double Front Flip: Up, Up. Up + Square 
One Handed Decade: Right, Left, Right * Square 

Joey Garcia 

Double Tailwhip Busdriver: Down-Right, Down-Right, 
Right * Square 

No Foot One Hand Can-Can: Left, Down, Right * Square 
Left, Down, Right * Square 

Rocket Toboggan No Hander: Right, Up, Left + Square 


Superman No Footer One Hander: Right, Up, Left * Square 
Crotch Rocket Backflip: Left, Down, Right + Square 

You can unlock special videos by finishing 1st in Pro Tour and 
Acclaim Max Games, with all Hardcore Objectives completed 
using Dave Mirra, Ryan Nyquist, and Amish Boy. The videos 
will appear in the "Cool Stuff" area. 

You must place 1st in Pro Tour and Acclaim Max Games with 
all Hardcore objectives completed to access the game's built 
in cheats. Each person unlocks a specific cheat. 


Leigh Ramsdell 
Joey Garcia 
Chad Kagy 
Troy McMurray 

Mike Laird 
Tim Mirra 
Kenan Harkin 


Cheat Unlocked 
Super Crash Mode 
Ghost Ride Mode 
Suspension Mode 
Exorcist Mode 
Night Vision Mode 
1st Person Camera Mode 
Silly Grunt Mode 
Sticky Crash Mode 


Unlock the New Bikes 


Complete Greenville Pro Challenges 
Complete Woodward Pro Challenges 
Place 1st in all of the Pro Tour Competitions 
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■ artists like Rancid or Cypress Hill cre- 
tracks for any of Acclaim's games? 
ne songs in Dave Mirra Freestyle BMX are 
:ks. I'm not sure about exclusive tracks for 


Video games are about to do for the sport of BMX 
what Tony Hawk's Pro Skater and Grind Session did 
for skateboarding. The best BMX game to date has 
just been released (Dave Mirra Freestyle BMX from 
Acclaim on the Sony PlayStation), and GameShark 
has an interview with the man responsible for the 
hours of BMX gameplay you'll be logging. 


aw do you think Dave Mirra Freestyle BMX will con 
ire to the forthcoming Matt Hoffman title? 
s always great to have competition; it makes every- 
le strive to make a better product. However, given ; 
e great things we created specifically for Dave Mirr; 


■ Acclaim games; 


What's your favorite thing about Mirra BMX? 

There are a lot of really great things in Mirra but I 
would have to say the implementation of the modifier. 
This is not only the coolest thing in our game, but it's 
also revolutionary for the extreme games genre. One 
of the stipulations I had for developing Mirra was that 
you had to be able to make up new tricks on the fly. 
When you look at the sport of BMX, riders are always 
trying to outdo one another with a better run, new 
tricks, bigger air and better combinations. Because of 
this, I didn't want to just limit the player to mixing up 
different combo strings. You can do that in our game 
too, but what makes our game totally insane is the 
fact that you can mix any move with almost any other 
move and make a new trick out of it. Just like you can 
in real life. Example.... While doing a backflip, on the 
fly I can take one hand off or both hands off or I can 
take 1 foot or both feet off. I can even do a Backflip 
Nothing if I was fast enough. We have over 1 ,300 tricks 
in our game; that's nearly 1 ,000 more than any other 
game. When I met with the Z-Axis team, they under- 
stood exactly what I wanted and Tin Guerrero, the 
game designer, thought of the modifier. It works better 
than I could have ever hoped and it truly is revolution- 
ary in the extreme games genre. 


GAMESHARK: How long have you been working 1 
gaming industry? 

SHAWN ROSEN: 7 years. 


Can gamers look forward to a sequel to Mirra BMX? 
Yes they can. After all, our Slim Jim contest awards 
the winner a spot in the sequel. 


How long have you been working on Mirra BMX? 

It's been a much longer process than the actual devel- 
opment of the game. Conceptual to company green 
light took almost a year in itself. Then finding the right 
developer took another 5-6 months, not including 
negotiating the development of the project. The actual 
development of the game is around 14 months. The 
entire process was almost 2 fi years. 


What would you like to see added to Mirra BMX 2, 
maybe a track/park editor? ("‘hint hint") 

A Park Editor would be a shoe-in for future generations 
of Mirra. However, if we add a Park Editor, it will be 
for next generation systems. 


What other projects have you worked on? 

I've lost track, but to name a few: Forsaken on PC, 
PlayStation and N64; Trickstyle on Dreamcast and F 
Shadowman on Dreamcast and PC; Extreme G on Ni 
Turok PC 1 ft 2. 


Which was your favorite one to work on? 

Dave Mirra Freestyle BMX is by far the best game I 
have ever produced for Acclaim. 

How do you feel about gamers using a product like 
the GameShark to enhance game play? 

I would rather gamers tried finishing the game on their 
own first and used tools like the Game Shark when 
they thought they couldn't get any further or they 
already finished the game and wanted to breathe new 
life into it by opening up cheats and secrets. 

• best video game ever 
my # 1 choice, but if I had 


The soundtrack to this game is excellent; how were 
the artists and tracks chosen? 

I actually got ideas from a lot of places. Leigh 
Ramsdell, one of the riders in Dave Mirra Freestyle 
BMX, writes the music section for RIDE BMX magazine 
He was a big help in finding out what the big up-and- 
coming bands were as well as the ones currently on 
top. I also spent a lot of time focus testing consumer: 
and pulled a few bands I liked from various BMX 


Was there anything you would have liked to see 
changed or added to the game? 

As a Producer there's always something you wantec 
that didn't get added but for Mirra I can't think of ; 
thing. For our 1st time out^J think we have a perfe 
balance of gameplay for the hardcore and casual 


In your opinion, what': 

I would have to say Min 
to pick a runner up it w 


°F wf NtmA freestyle BMl||pPP 


More than just a promotion - A philosophy on life... 

Go big means to take it all the way, blast past the rest, reach farther and higher, go for the gold, 
do it for daddy or just bust out some wild moves. In this case, we're urging you to go out and 
snatch up as many InterAct, GameShark and Performance brand videogame accessories as you can. 
But you're not doing it for us (although we very much appreciate the sales), you're doing it for 
yourself. You see, not only will you be getting your filthy, little hands on some bad-ass accessories, 
you'll be racking up points and opportunities to score mad gear. Skateboards, snowboards, BMX 
and Motocross bikes, big-ticket electronics and wild adventure vacations could be headed your 
way. We'll be giving stuff away on a daily, weekly and monthly basis. 

Here's how it all works... 

You buy the aforementioned InterAct, Performance and GameShark brand videogame accessories 
- Each product has a point value associated with it. Each point earns you one entry in this giant 
hat we've constructed - You get 123 points, your name goes in the hat 123 times (giving you 
greater odds of walking away with a prize than that sorry loser with 12 points). To register your 
points, learn more about the promotion and our team of athletes, as well as read some very 
exciting rules, get on the Internet and dial up www.GoBigWinBig.com. 

Go Big or Go Home, stay in school and respect your elders. But mostly, Go Big or Go Home! 
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GAMESHARK FAQ 



How can I activate the Pokemon codes for the Game Boy GameShark Pro? 
Before you begin, make sure the slide switch on top of the GameShark 
Pro is slid towards the GS button. Follow the instructions in the 


GameShark Pro manual for entering and selecting cheat codes. When 
you start the game you'll see "move switch to off for this game". At this 



Is there an upgrade for the v3.3 GameShark CDX for PlayStation? 
Yes, the v3.4 CDX upgrade CD is now available for $5.00 (U.S. funds). 
Contact supportiSgameshark.com or call (410) 785-4064 to place an 


Most of my PlayStation game titles work with preloaded codes, but 
some games like Gran Turismo, Gran Turismo 2, Driver and Metal Gear 
Solid don't. Is my GameShark broken? 

No, the GameShark isn't broken. These games have multiple versions and 
therefore there are different sets of codes that have to be entered. For 
example, if the codes for Metal Gear Solid aren't working then you need 
to enter the Metal Gear Solid vl.1 codes as a new listing. The additional 
versions for these games are available from www.gameshark.com. 

How can I change the page on my Massive Memory Card for 
PlayStation? 

On the system memory card manager screen, hold ’Ll', "R1" and "start" 
on your controller until you see a blinking dot and then the current page 
number on the card display. To change the page, keep the "start" button 
held and release the "LI" and "R1" buttons. You will continue to hold 
"start" and then press "Rl“ to increase or 'Ll" to decrease the page num- 
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This October 26th. InterAct's gonna start flowing some killer products to anyone with enough points. How do you earn points? Simple. 

You can sacrifice friends, family, and social life to the bike and board, risk life and limb, master the 540 tailwhip, qualify for the X-Games, 
and eventually take home 47 gold medals. Or you can buy InterAct, Performance and GameShark brand accessories. 

Whatever works for you. we're easy. But you should know the more points you have, the greater your chance of winning 
trips, gear and videogame stuff. You're not gonna get an opportunity like this again 
so you'd better play like the obsessed or die like the rest. 
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GameShark.com 

318 Club House Lane, Suite 1000 

P.O. Box 1407 

Hunt Valley, MD 21030-1407 
www.gameshark.com 


PRESORTED 
STANDARD 
U.S. POSTAGE 
PAID 

PREMIT #3927 
BALTIMORE, MD 


Please Forward-Address Correction Requested 




AtlRUMA^i 


Our goal is to preserve classic video same magazines so that 
they are not lost permanently. 

People interested in helping out in any capacity, 
please visit us a www.retomags.com 


magazines with a cover date prior to December 1 999. 
made from these scans, nor do we offer anything 
ie from fhg publishers themselves. 

ie across anyone selling releases from 

nd do let us know. 


